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Penelitian ini bertujuan untuk mengembangkan multimedia eBook interaktif 
berbasis smartphone pada pembelajaran menggambar garis dan memberi alternatif 
media belajar yang dapat digunakan siswa. Penelitian ini termasuk kedalam 
penelitian pengembangan prosedur Borg & Gall. Data hasil penilaian diperoleh 
melalui respon 50 siswa SMK kelas X terhadap multimedia eBook interaktif dengan 
melakukan uji usability produk, telah memenuhi kriteria “sangat bagus”. Hasil 
penelitian ini adalah terbentuknya sebuah produk berupa multimedia eBook 
interaktif pada pembelajaran menggambar garis. eBook juga memberikan dampak 
terhadap pemahaman siswa yang ditunjukkan oleh nilai Gain dengan kategori 
sedang. Sehingga eBook dapat dijadikan alternatif pembelajaran yang layak bagi 
siswa dan guru.  
 
Kata kunci: eBook, e-book, E-Book, multimedia interaktif, pengembangan 























This study aims to develop a Smartphone-Based Iteractive Multimedia eBook of the 
draw lines learning and provide  an alternative instructional media that can be used 
by students. This study is categorized as research and development  Borg & Gall 
model. The assessment results were obtained through the responses of 50 grade X 
vocational school students to interactive multimedia eBooks by conducting product 
usability tests, that have reached criteria “very good”. The results of this research 
was a product in the form of a smartphone-based interactive multimedia eBooks of 
the draw lines learning. eBooks also has an impact on student understanding that 
shown by the value of Gain with category “medium”. Therefore, eBooks can be 
used as an alternative instriuctional media that is feasible for students and teachers. 
 
Keywords: eBook, ebooks, E-Book,  interactive multimedia, multimedia 
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